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A Word About ТЫУ Game 


We would like to thank you for purchasing one of our products. Please remember that the developers of 
this product are relying on you not to give away copies to others. They have spent a lot of time, effort 
and money to bring this software to you, and are depending solely upon royalties from sales in order to 
make a living. Your purchase will allow them to invest the time and energy necessary to produce 
additional high quality software in the future. 


We are committed to providing products for you that are of the highest quality and value. If you have 
questions concerning any of our software, or if there are additional programs that you would like to see 
developed, please contact us at: 


MicroProse CompuServe: 76004,2223 

2490 Mariner Square Loop Fax (510) 864-4602 

Alameda, CA 94501 Internet: support@microprose.com 
(510) 864-4550 World Wide Web: www.microprose.com 


fk Nae 


Gilman G. Louie 
MicroProse 


MICROPROSE SOFTWARE LICENSE AGREEMENT 


THE ENCLOSED SOFTWARE PROGRAM IS LICENSED BY MICROPROSE TO CUSTOMERS FOR THEIR USE ONLY ON THE TERMS SET FORTH BELOW. OPENING 
THIS PACKAGE OR USING THE ENCLOSED DISC INDICATES YOUR ACCEPTANCE OF THESE TERMS. 


MicroProse hereby grants you a non-exclusive license to use the enclosed software and manual subject to the terms and restrictions set forth in 
this Software License Agreement. 


This manual and the software accompanying it are copyrighted, with all rights reserved. You may not copy or otherwise reproduce any part of the 
software or the manual, except that you may load the software into a computer as an essential step in executing the software on the computer. The 
original and any back-up copies of the software and the manual are to be used only in connection with a single computer. You may physically 
transfer the software from one computer to another, provided that the software is used in connection with only one computer at a time. You may not 
transfer the software electronically from one computer to another over a network. You may not distribute copies of the software or the manual to 
others, 


YOU MAY NOT USE, COPY, MODIFY, TRANSFER, SUBLICENSE, RENT, LEASE, CONVEY, TRANSLATE, CONVERT TO ANY PROGRAMMING LANGUAGE OR FOR- 
MAT OR DECOMPILE OR DISASSEMBLE THE SOFTWARE OR ANY COPY, MODIFICATION OR MERGED PORTION, IN WHOLE OR IN PART, EXCEPT AS EXPRESS- 
LY PROVIDED FOR IN THIS LICENSE. 


MICROPROSE NINETY-DAY LIMITED WARRANTY 


To the original purchaser only, MicroProse warrants the disc on which this software product is recorded to Ве free from defects in materials and 
faulty workmanship under normal use for a period of ninety days from the date of purchase. If during this ninety-day period the disc should become 
defective, it may be returned to MicroProse for a replacement without charge, provided you have previously sent in your Warranty Registration Card 
to MicroProse or send proof of purchase of the program. 


Your sole and exclusive remedy in the event of a defect is expressly limited to replacement of the disc as provided above. If failure of a disc has 
resulted from accident, abuse or neglect, MicroProse shall have noresponsibility to replace the disc under terms of this limited warranty. 


If the disc should fail after the original ninety-day limited warranty period has expired, you may return the disc to MicroProse at the address noted 
below, accompanied һу a check or money order for the applicable replacement fee (please contact Customer Support for the exact cost), a brief 
statement describing the defect, and your return address. MicroProse will replace the disc provided that you have previously returned your 
Warranty Registration Card to MicroProse, and the disc retains the original product label. 


Any implied warranties relating to the disc, including any implied warranties of merchantability and fitness for a particular purpose, are limited to a 
period of ninety days from date of purchase. Publisher shall not be liable for indirect, special, or consequential damages resulting from the use of 

this product. Some states do not allow the exclusion or limitation of incidental or consequential damages, so the above limitations might not apply to 
you. This warranty gives you specific legal rights, and you may also have other rights which vary from state to state. 
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and glorious history. Itis only because of your 
impressive fighting skills and the honor o 
your house and school that you ha been 


WHAT (S THE HONOR GUARD? 


med te location of their secret retreat, and he sent fifty of 
When O'gat, Kollus, and To'kar saw the tyrant’s band of killers 
tink from the fight. The three warriors strode out to meet the 
and the battle was begun. 


steel and the joyous cries of warriors reached past the db hillsinto a 
pue into the P the clamor continued, upsetting the villagers’ normal | 
l tofound silence. The villagers gathered together 
warriors. 


l dior relent until he saw them all dead. They 
mp into the village, and they bega nto plana campaign against the tyrant. 


_ Awise young warrior named Kahless was at that time traveling through the same province, and he 
heard tales of the great battle. Kahless, too, was an enemy of Molor. He had been journeying for 

x naking impassioned speeches in many villages, rallying the people against the tyrant, and 

x gathering a small army. Kahless walked halfway across. the province to meet the двор qul warriors. 


M Over cups of blood wine, Kahless 8 the master warriors of his plans to bring down the tyrant Molor. 
hi Seeing the honor in his heart, _ 
d their loyalty to Kahless and his 
th the ш warrior, defend him 


r, saying to them, “фо no m 
moll па. .tonSaw raj двойтон. matay. 
aw lu ‘Th ^ is a greater service you 


пш the tyrants! s power broken, Kahless stood and 
s. Suddenly, he split the morning with a howl. _ 


bout to arrive,” he said, and rode off to face Molor. p. 


is army of honorable, highly trained warrio 
self in personal combat, and forged the empii 


assembled warriors, "Let — 


e, ready to defend 


outward, DE a trefoil. quen іп unison, the warriors brought their right 
5 their chests, fists striking armor to come to rest over hearts. Locking eyes once 
ader, each spoke in turn, “My life for you, my lord.” 


eat's pause as Kahless looked into the eyes of "S then he slowly dio his. 
|, used its blade to draw a circle joining the three knives in the dirt, then placed itin the 
he blad ngle. He rose and returned their salute, "and mine o 


WHAT (S THE HONOR QUARO? 


- Chancellor's confidant in all matters of personal security. 


So it was that the three warriors pledged their lives to Kahless, and he to them. Перин ine 
forward, they and those they trained would stand beside Kahless eternally, until his al led hi, 
finally, to Sto-Vo-Kor, beyond the stars. 


Kahless decreed that each of the ghop quí masters should return to his training сатр, and БЫ on 

that site a formal school for the training of new warriors. These ate the Dun vajpu " Dufaümey- 

Schools of the Great Warriors-and they still exist today. Each chooses the most promising young - 
Klingons at the Age of Ascension and educates them in the philosophy of Kahless am one of the three 
masters’ elite arts of battle. - | 


Those warriors who excel in these i are permitted to advance to high rank. Every year, the 
masters of each school choose the most honorable and dedicated students from the highest ranks. 
These few select master warriors have the honor to apply for membership in the ‘ayw’ batlh-the 
Honor Guard. 


THE HODOR GUARD 
Warriors from all over the empire apply for admittance to the Dun vajpu' DuSaQmey. The best of the 
best from those schools are nominated to serve in the 'avw/" batih. Those elite few endure a rigorous 
course of tournaments, philosophic debates, and physical challenges to test their worthiness for the 
opportunity to join the Klingon Honor Guard. For warriors to pass these tests, they must be possessed 
of unequaled fighting prowess, stamina, and honor. 


The Klingon way of life favors the strong and decisive. The weak and foolish have no place in the halls 
of power, and advancement in rank is often achieved at a high cost. Those in power have normally 
gained their positions the honorable way-by challenging and defeating their superior in personal 
combat. However, some houses have achieved power through guile and assassination, which are 
highly dishonorable. Knowing that some might seek to become Emperor in this way, Kahle less formed 


- his loyal warriors into a group of personal guards he called his Honor Guard. After his death, the 


Honor Guard continued to serve whoever ruled the empire, providing protection for the Chancellor 
and, in time, all members of the High Council who accepted their service. 


= Asleader of the Klingon High Council, Gowron accepts only the finest, proven warriors as his quards. 


Foremost among Gowron's Honor Guard detachment is Korek, who is also the current High Master of 
the DufaQ To'kar-the school of To'kar. Korek oversees every action of Gowron's guards, and i is sthe | 


In recent months, Korek has initiated a supplemental training program to hone the skills. e T 
the readiness of the Honor Guard warriors. This program of advanced training complements t| 
training received at the Dun vajpu' DuSaQmey by exercising each warrior's fighting skills, - 
philosophical grounding, and strategic thinking in simulated battles and tactical situatio 
members of the Honor Guard cycle through this holodeck training regularly, from the 
veteran down through the newest rookie. Now itis your turn. ~ 


WHAT (5 THE YOHOR 604602 


You can't begin your Honor Guard | 
training until you have installed 
the required programs. 


| “TRCHDICAL YTUPP 
For Star Trek: The Next Generation Klingon Honor Guard to work, there are a few things your 
computer must have. ; 


А The processor has to be an MMX Pentium (or compatible) or better. If you have a 3-D 
accelerator card installed , you can play with а system speed 166 MHz (megahertz) or better. If 
not, you must have a Pentium || of 233 MHz or better. 


&. You must have at least 32 MB (megabytes) of RAM (working memory) installed. For best 
performance, we recommend 64 MB. 


&. You must have a CD-ROM drive capable of at least quad speed (4x). 
А You must have Windows 95 (or newer) installed and running on your computer. 


a Since the installation will copy parts of Klingon Honor Guard onto your hard disk, you must 
have 250 MB of empty storage space on that drive. Note that on larger drives it might require а 
bit more. During the installation, the program displays what you need versus what you have. 


А. Your computer must be capable of True Color quality graphics or better and a resolution of at 
least 640 x 480. 


А. If you plan to use the hardware graphics acceleration features, you must have a 3-D accelerator 
card that uses the 3Dfx Voodoo or NEC PowerVR chip set. (If you're not sure what chipset your 
card uses, check the documentation that came with it.) 


А. There must be a working mouse (or a device that fulfills the same function) attached to the 
computer. 


& To hear the game music and sounds, you must have a Windows 95-compatible sound card 
installed and working. 


ye ««St THAMES FIRST 


If you intend to play multi-warrior games, you'll need at least оле of the following things: 


А AWindows-compatible modem. The game should work on a modem as slow as 28.8 kps, but we 
recommend a 56.5 kps modem or faster. 


&. Access to alocal area network (LAN) running the TCP/IP protocol. 
A. Access to the internet using the TCP/IP protocol and a 28.8 kps connection (or faster). 


If you think you have all of these, but still have a problem running the game, please contact 
MicroProse Customer Support for assistance. 


INYTALLIDG THE Game 
Before you can play Klingon Honor Guard, the installation program must copy some files onto your 
hard disk. To have it do so, follow these instructions: 
А. Turn on your computer. 
А Opep, the CD-ROM drive, Par taiag tong Guard Install Disc CD-ROM in it, and close the 
rive 


А Klingon Honor Guard is a Windows 95 “AutoPlay” CD-ROM. That means that just putting the 
disc in the drive for the first time starts up the installation program. 


ES " fors some reason, fe учение fiip do en not eem double cic са + ET 


My Computer icon on your desktop, then double-click your CD-ROM drive. 
Si Sees the file SETUP.EXE to Shek the deed pm 
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„ДА Click on the Next button to continue. 
"А. There are two decisions you need to make before the installation process can begin. 


The first is which of the game components you want to install. Click on the check box next to a 

component to select it for installation. Note that all of the components except the Editor Files 
are required for Honor Guard to work. The amount of disk space your selections will take up is 
listed below the options. The space you have available on the selected drive is also noted. 


А. The second decision is to what directory you want to install the game. You can accept the 
default or use the Browse button to seek out a directory. Click Next when you're done. 


%. Klingon Honor Guard will now copy the files you selected to your hard drive from the CD-ROM. 


А. After the game itself has been copied over, Klingon Honor Guard checks that you have a 
„version of Microsoft's DirectX drivers that is compatible with the game. Unless you have a newer 
version of DirectX, the program installs these drivers. 


Once the installation is complete, the game is ready to play. 

To play the game: 

д Make sure that the Klingon Honor Guard Game Disc CD-ROM is in the drive. 

А. Open the Windows 95 Start menu, then open the Klingon Honor Guard sub-menu. 
&. Click the Klingon Honor Guard option. 

Have fun! 


yh ERST THINGS FIRST 


TED. 


DaHjaj Suvwl"e' ДИ. 
“Today, | am a warrior." 
3 -Rite of Ascension 


E When Klingon Honor Guard begins, you see the Main тели. (If not, press © 
` only a few choices available. Use the arrow keys to highlight an option, then press 


PAIN мамо 


E 


Game Begin your training in the Honor Guard (the solo campaign), save your 
; progress, load a previously saved campaign, modify the Game Options, or 
а .  beginaBotmatch game. 

Multiplayer Set up and host a multi-warrior battle or join one that someone else is hosting. 
(Read Multi-Warrior Contests for the details.) 

Options Configure the way aspects of the game work Acus the controls and 
Weapon priorities. 

Audio/Video Control the display and sound, including Каш, volume, and quality. 

Quit Leave E" Honor Guard айы return to Windows. You must confirm this 

i decision. Te 


During a game, you can pause the. action and open this menu ш} pressing! E. If none of these options 
is appropriate, you can press E= again to close this screen and return to whatever you were doing. 


* qct a STARTED 


m 


- BEGIDDIDG а- YOLO Campaign 
To begin your training in the Honor Guard, select Game from the Main menu, then choose New Game 
from the Game menu. The first step is to select the level of difficulty for the holographic program. Use . 
the arrow keys to select a level. Then press 2%). Remember that you are only a trainee, and there is 
- no dishonor in beginning with the easy level and Working your way up. | 
Опсе you have chosen a difficulty level, but before the regimen actually begins, you must register in. 
the training program database. Thisis a simple process. Ye 


— 


^ 
p d 


setoe 


ы, 


TRAINEE 


i e 
$ 


a 


\ 


Name Type in your warrior name. In battle, there is no time to shout out long-winded 
names; thus, the number of characters in your name is limited. 
Gender Use the arrow keys to select the sex of your warrior-male or female. 


When these settings are to your liking, select the Start Game option and press £9 If you decide not 
to begin a campaign at this time, press ©] instead. 


удипч арр LOADIDG GAMES 


Itis a rare warrior who can complete the training regimen in a single session. A wise Klingon knows 
that there must be time between battles (to sharpen weapons and write songs). Unless you save your 
progress, you will return to find that all your deeds have been for nothing. 
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To save the status of your current campaign, select Game from the Main menu, then choose Save 
Game from the Game menu. To load an existing saved game, open the Game menu from the Main 
menu, but choose Load Game instead. 


There are ten (10) slots for saved games. Only one game can be in each slot; therefore, you can have 
only ten games saved at one time. If you choose to save a new game in a slot that already contains а 
game, the old saved game is overwritten and lost forever. 


Whether you are loading or saving, the first thing you should do is select a slot. Use the arrow keys to 
highlight a slot, then press (619) to select it. If you are choosing a game to load, that's all you need to 
do; you begin battle right away. 


If you are saving a game, the save is named for you; you cannot change the default name. When 
you've committed it to memory, press E™) to save your status in that slot. As soon as the save is 
complete, you return to the action. 


If you decide that you wish to do nothing on this screen, press (621 to return to whatever you were 
doing. 


Cuf TOMIZING THE GAME 


Before or during any game or mission, you can modify the way Klingon Honor Guard works, the 
controls you use, the way it looks, and the way it sounds. Using the three option menus, you can make 
things comfortable and convenient for your style of play. These three are the Game Options menu 
(reached through the Game menu), the Options menu, and the Audio/Video menu. 


GAME OPTIONS 


This menu is relevant only to solo campaigns, which is why it is a sub-menu of the Game menu. 
However, everything on this menu is also available (on different menus) when you're configuring a 
multi-warrior contest or a botmatch game. 


Reduced Gore This controls the level of violence portrayed in on-screen battles. For example, 
when this option is True, no blood is displayed. Use 12") or the left and right 
arrow keys to toggle the setting on this option between True and False. 


When you are finished here, press E to return to the Game menu. Your modifications are saved and 
take effect immediately. 
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THE OPTIONS MENU 


When you select Options from the Main menu, you end up at the Options menu. This is the central 
access point from which you can configure the way Klingon Honor Guard works—the more 
comfortable you are with the way things function, the more likely you are ќо do well as a warrior. 
There are several options on this menu: 


Auto-aim . 


Mouse Sensitivity 


Invert Mouse 


Lookspring 


Always 
Mouse Look 


Auto-slope Look 


Sometimes, it's difficult to get your aim right on target. When this option is set 
to True, it’s only necessary to get close to the mark; the auto-aim feature 


‘compensates for minor imperfections in your marksmanship. (It will not help if 


you're far off.) Use E or the left and right arrow keys to toggle the setting 
on this option between True and False. 


Use this to determine how quickly and how much the game reacts to your 
mouse movements. The higher you set the sensitivity, the more reaction you'll 
get out of small motions. Set this at the level that gives you the most 
comfortable control. 


This reverses the way the Mouse Look feature reacts when you move your 
mouse forward and back. When this option is enabled (True), forward looks 
down and back looks up-a system that those of you who fly planes (real or 
simulated) are familiar with. Use (++; or the left and right arrow keys to toggle 
the setting on this option between True and False. 


Whenever you use the temporary Mouse Look feature (to look around with 
the mouse), this option controls whether your view will automatically "snap 
back" to facing front when you let go of the Mouse Look key. This has no effect 
when Always Mouse Look is enabled. Use E™ or the left and right arrow keys 
to toggle the setting on this option between True and False. 


This option, when True, puts your mouse in Mouse Look mode at all times. 
When this is False, you must hold down the assigned Mouse Look key in order 
to use Mouse Look mode. Use E) or the left and right arrow keys to toggle 
the setting on this option between True and False. 


When this option is True, your view adjusts to match the slope of the surface 
on which you are standing. (For instance, you look downhill when walking 
downhill.) Use ёт or the left and right arrow keys to toggle the setting on this 
option between True and False. 
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Crosshair 


Armor Overlay 


Dodging 


Customize 
Controls 


Prioritize 
Weapons 


HUD 
Configuration 


View Bob 


Advanced Options 


This option gives you control over the appearance of the targeting cross-hair 
you can use when aiming your weapons. Use 2" or the left and right arrow 
keys to cycle through the various possibilities. 


When you activate the combat goggles and certain types of armor, your view 
of your surroundings can be compromised by the equipment-eyepieces and 
helmet faceplates. If you prefer to forego the realism and retain your 
peripheral vision, set this option False. Use (P or the left and right arrow 
keys to toggle this option between True and False. 


Turn this option on and you can execute a quick dodge in any direction by 
tapping the corresponding movement key-Move Forward, Move Back, Slide 
Left, or Slide Right-twice in rapid succession. Use &™ or the left and right 
arrow keys to toggle this option between Enabled and Disabled. 


Open the Controls box. Select this if you want to customize the way you 
control your movement, weapons, inventory, and so on. Read Changing the 
Configuration in The Controls for the details. 


Whenever you run out of ammunition for the weapon you are using, your 
warrior habits force you to switch to another weapon. If you pick up a new 
Weapon, you might choose to arm yourself with it. Which weapon you 
automatically decide to use in both of these situations is determined 
according to the priority you give each weapon. (You can always change 
weapons manually.) Priority is highest at the top of the list, lowest at the 
bottom. Select a weapon, then use the left and right arrow keys to change its 
priority. 


Use this to set the default appearance of the data panels in your Combat View 
(also called the Head-Up Display, or HUD). Use E™ or the left and right arrow 
keys to cycle through the possible settings. 


No, this does not show you a picture of Bob. This option gives you control over 
how much your view bobs up and down while you're moving. This is strictly a 
visual effect. Use the left and right arrow keys or the mouse to raise and lower 
the Bob Factor. 


This opens the Advanced Options menu, which includes options for adjusting 
many aspects of the game. These options are, for the most part, hardware 
oriented. Unless you know what you're doing, there's little reason to mess with 
them. 


When you are finished here, press ©] to return to the Main menu. Your modifications are saved and 
take effect immediately. 
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THE AUDIO/VIDEO MENU 


The Audio/Video menu 15, not surprisingly, where you find the options for configuring the way 
Klingon Honor Guard looks and sounds. Keep in mind that all of these settings are cosmetic; they 
have no effect on the way the game plays, except in those cases when using a lower setting increases 
game speed. 


Brightness 


Toggle Full Screen 


Select Resolution 


Texture Detail 


Music Volume 


CD Music 


Sound Quality 


If the way the game is displayed is too dark or too light for your taste, you can 
modify the overall brightness of everything. (This is also referred to as the 
“gamma correction.”) Use the left and right arrow keys to set the brightness 
level you like. 


If you're using a full-screen view, this switch changes the display to a window; if 
the display is already in a window, this makes it full screen. Generally, reducing 
the view to a window results in an increase in the speed at which the game 
runs. Press E= when this is selected to make the changeover. 


Use the left and right arrow keys to select the screen resolution at which you 
want the game displayed. Using a lower setting can increase the speed at which 
the game runs, but at higher settings, everything looks better. Your options 
are limited by what your computer and monitor are capable of displaying. 


This option allows you to slightly reduce the level of detail in which objects in 
the game (including walls) are displayed. If you use the Low setting, it can 
increase the speed at which the game runs. Press (P or use the left and right 
arrow keys to toggle between the High and Low settings. 


Select this option, then use the left and right arrow keys or the mouse to set 
the volume level of the game music. 


Use this option to control whether music plays from the CD in your drive 
during the game. Press [9 or use the and @! to toggle between the 
settings. 


This setting controls (to some extent) how good the music and sound effects 
in the game sound. If you use the Low setting, it can increase the speed at 
which the game runs. Press [9 or use the left and right arrow keys to toggle 
between the High and Low settings. 


When you are finished here, press 2 to return to the Main menu. Your modifications are saved and 
take effect immediately. 
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| The CODTROLS 


a you бе control gei you cannot command others." 
m ms 


As a member of the Honor Guard, you control your movement, weapons, viewpoint, and other 
activities using the standard computer input devices-the keyboard, mouse, and joystick. Each action 
is assigned to a default key, button, or motion, but the controls are fully configurable-meaning that 
you can change nearly all of them to fit your preference. A Klingon warrior must use every advantage 
in battle, and an efficient configuration can be the key to success. 


Before we explain the default configuration and how to change it, here are some brief notes on the 
most common input devices. 


Keyboard The keyboard is the input device of choice for entering text, but it also works 
well for controlling everything else. Note that if you are using any sort of 
software or peripheral device that re-maps your keyboard, Klingon Honor 
Guard uses the new mapping. That is, the game does not override the re- 
mapping. 


Mouse The mouse is the standard input device for selecting options and operating on- 
screen buttons. It’s also an alternative method of controlling movement, 
views, and weapons. Any type of mouse that works with Windows will work 
Ms Фе ne 


hout this itaq we hold to the ез ирнен, for “eon 
the mouse. For those unfamiliar with the terms, they are: 


Click Click the left mouse button (LMB). 
Right-click Click the right mouse button (RMB). 


Drag Hold down the LMB while you move the mouse. 
Right-drag Hold down the RMB while you move the mouse. 
Double-click Click the LMB twice M 
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5 Joystick Many players prefer to use a joystick to control movement, views, and 
weapons. Klingon Honor Guard supports any joystick that is compatible ща 
the DirectInput software. 


` Derautr CONFIGURATION © 
Before you start reconfiguring the controls, it might be helpful for you to know the default settings. · 


FIXED CONTROLS 
There are a few control assignments that you cannot reconfigure. These are game irons which do 
- not affect your efficiency in combat. 


5:1 Main This key opens the Main menu. In a solo game, this also pauses the action. In a 
j multi-warrior battle, your character is frozen in place, but the game continues. 


EA Cross-hair If you have a targeting cross-hair visible, you can toggle it on and off. 


EHUD If you have some or all of the HUD display panels visible, this key removes them 
from view. 


E Quick Save Use this to save your current game state in the Autosave file. This special saved 
game is just like any other, except that it does not take up one of the saved 
game slots, and you can only load the Autosave game using the Autoload 
function. 


EQuickLoad ^ This key loads the game saved in the Autosave file. If you're in the middle of 
another game, that game is lost. 


"Brightness The game provides eight levels of brightness (also referred to as “gamma 
correction”); which one you want to use is a matter of personal preference. 
Use this key to cycle through all of the settings, one by one. 


FullScreen Тһіѕ toggles Full screen display, just like the Toggle Full Screen option. 
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-KEYBOARD CONTROLS 
There are more commands mapped to in keyboard than to any other input device. That's because 
the keyboard provides so many more keys than the average mouse or joystick. 


Movement — 


-— Move Forward - 


Move Backward 
“Turn Left - 

Turn Right 
Strafe Left - 
Strafe Right 
-Jump/Up - 
Crouch/Down 

Look Up 

Look Down - 

Mouse Look 

Center View 


- Walk 


Weapons 

.V'k Tahg 
Disruptor Pistol 
Disruptor Rifle 

Bach'Hich 

Ding-pach — 
Grenade Launcher 
Rocket Launcher 
Sith Har Blaster 
Particle Disruptor Cannon 
Bat'leth 
Next Weapon 
Previous Weapon 
Fire Weapon (Primary) 
Alternate Fire (Secondary) 


ъщърар. 
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ыш ЫШ 


[Numpad] 
[Numpad] E 
ЕЧ 


[ALT 
ET 
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Inventory 


Mextltem — E 
Previous Item 
Activateltem — B 
Stealth Suit On/Off 
‘Tricorder On/Off. | E 
Combat Goggles On/Off 

„ Anti-gravity Belt On/Off E 
Miscellaneous 

Console Command Prompt —— œ 
Toggle Half Console — E 
Toggle Full Console - Ы 
Рацѕе 
Broadcast Message 
Team Message tal 


The meanings of some of these commands are less than obvious. If you have a question about any of 
them or suspect that you might not understand fully, keep reading. You should also read the 
Environmental Considerations for lessons on moving in unusual environments. A fully-informed 
warrior is much more likely to survive. 


Move Forward = Walk in the direction you are facing. This is the direction your eyes are 
looking-not necessarily “forward” in body terms. So, for example, if you were 
at the bottom of a pool looking up, moving forward would mean swimming 
upward. If the Walk command is active, you move more slowly. 


Move Backward | Back away from the direction you are facing. If the Walk command is active, 


you move more slowly. 
Turn Left Turn your body to the left. 
Turn Right Turn your body to the right. 
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Strafe Left 
Strafe Right 
Strafe 


à Jump/Up 
Crouch/Down 


Look Up 
Look Down 
Mouse Look 


Center View 
Walk 


D'k Tahg 
Disruptor Pistol 


Move to the left without turning (slide left). 
Моуе ќо the right without turning (slide right). 


. This command overrides the TurnLeft and Turn Right commands and re-maps 


them temporarily to Move Left and Move Right, respectively. 


Jump in the direction you are moving, climb, swim, or move upward. When you 
jump, the direction of the movement is always “up” relative to your feet. If you 
are standing still, you go straight up. Otherwise, you jump upandi in Whatever 
direction you are already moving. 


Crouch (so as to be less visible and present a smaller target to enemies with 
long-range weapons), climb, swim, or move downward. You remain crouched 
only as long as you hold the key; when you release the key, you stand up. While 
you are crouching, you can still move as usual, but you do so more slowly. 


Tilt your head to look upward. This does not change the direction your body is 
facing. 

Tilt your head to look downward. This does not change the direction your 
body is facing. 


While you hold this key down, you can use the mouse to look around. Note 
that this has no effect when the Always Mouse Look option is enabled. 


When you have used any of the look commands to change the direction your 
eyes are facing, this command returns your view to facing front. Note that this 
is unnecessary and has no effect when the Lookspring option is enabled. 


As long as you hold this key down, you move at a slower pace. Your standard 
movement is running, and this slows you to walking speed. Moving slowly can 
be helpful when negotiating a tricky path. 


Unsheath your D'k Tahg dagger. 
Draw the Disruptor Pistol. 
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DisruptorRifle ^ Arm yourself with the Disruptor Rifle (if you have one). 


Bach’Hich Arm yourself with the Bach’Hich Assault Disruptor (if you have one). 
Ding-pach Arm yourself with the Ding-pach (if you have one). 
Grenade Launcher Draw and load the Grenade Launcher (if you have one). 


Rocket Launcher Pull out and load the Trilithium Rocket Launcher (if you have one). 
Sith Har Blaster — Arm yourself with the Sith Har Blaster (if you have one). 


Particle Disruptor Arm yourself with the Particle Disruptor Cannon (if you have one). 
Cannon 


Bat'leth Put away any other weapon and arm yourself with the traditional sword of 
ч honor (if you have one). 


Next Weapon Change to the next weapon. The weapons cycle in the order of the numbers 
along the top row of the keyboard-D'k Тана (1), Disruptor Pistol (2), and so оп 
to the Bat'leth (0). 


Previous Weapon Change to the previous weapon in order. 


Fire Weapon Use whatever weapon is in your hand in its primary method of attack-swing a 
Bat'leth, stab with a D'k Tahg, fire a projectile weapon, and so forth. The 
primary and secondary effects of each weapon are listed in Your Weapons. 


Alternate Fire Use the secondary effect of whatever weapon you have in hand-throw a 
Bat'leth, for example. The primary and secondary effects of each weapon are 
listed in Your Weapons. 


Next Item Select the next item in your inventory. 
Previousltem Select the previous item in your inventory. 


„ Activate Нет Activate or use the currently selected inventory item (regardless of whether 
the /nventory system is open). In some cases, this deactivates an item that is 
already active. 
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Stealth Suit 
| тй 
Goggles 
Anti-grav Belt 


Console Prompt 


Half Console 


Full Console 
Pause 
Broadcast 


Team Message 


Bypass the /nventory system and immediately activate the Stealth Suit (if you 
have one). If the suit is already active, this command deactivates it. Note that 
using this makes the suit your current inventory item. 


Bypass the /nventory system and immediately activate your tricorder (if you 
have one). If the tricorder isalready active, this command deactivates it. Note 
that this makes the tricorder your current inventory item. 


Bypass the Inventory system and immediately activate the Combat Goggles (if 
you have them). If the goggles are already active, this command deactivates 
them. Note that this makes the goggles your current inventory item. 


Bypass the /nventory system and immediately activate the Anti-grav Belt (if 
you have опе). If the belt is already active, this command deactivates it. Note 
that using this makes the belt your current inventory item. 


Calls up a one-line console command prompt. (For an explanation of the 
Console, read The Console.) 


Opens the Console window to cover half of the screen. Use this command 
again to close the Console. (For an explanation of the Console window, read 
The Console.) 


Calls up a full-screen Console window. Repeat this command to close the 
Console. 


Pause the action in a solo game. Use the same command again to resume your 
mission. This command is disabled in multi-warrior games. 


Send a message to every player in a multi-warrior game. This command is 
pointless in solo games. 


Send a message to all of your teammates in a multi-warrior game. This 
command is disabled in solo games. 
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MOUSE CONTROLS 


The chart below lists all of the default controls assigned to mouse movements and buttons. All of = 
these commands are configurable. (For detailed explanations of the specific commands, please refer 


to the Keyboard Controls section.) 


Look Down 
Look Up 

Turn Left \ 
TurnRight — 


Fire Weapon (Primary) Sae Se 


Use Weapon (Secondary) — 
Joystick CONTROLS 


Mouse Forward 

Mouse Back 

Mouse Left — 

Mouse Right REA 
Click 

Right-click — 


This chart spells out all of the default controls assigned to joystick movements and buttons. All of 
these commands are configurable. (For detailed explanations of the specific commands, please refer 


to the Keyboard Controls section.) 


Move Forward 
Move Backward 
Turn Left 

Turn Right 
Fire Weapon (Primary) 
Use Weapon (Secondary) 
Strafe On 


CHANGING THE CONFIGURATION 


Stick Forward 

Stick Back 

Stick Left 

Stick Right 

Button 1 
Double-click Button 1 
Button 2 


If the default configuration of the commands does not meet with your approval, you can reassign 
them to your liking. With the exception of the fixed commands, you can map any command to any 
valid input, including mouse buttons, joystick buttons, and keyboard keys. 


tandard combinations. For example, you can assign a command to the E™ key 
or to the (^! key, but you cannot assign any command to the combination 


To configure the controls: _ 
"А. Press [9 to open the Main menu. 


А Select Options to open the Options menu. 
—& Select the Customize Controls option to call up the Controls box. 


LEFTIIOSE FR CTRL 


The Controls box lists all of the configurable commands, each alongside its current control key, 
button, or movement. 


a» Select (highlight) a command by using the arrow keys to move up and down the list to that 
command. 


А. Press E™ to begin remapping that command. 


&. Press the key or button or make the movement to which you want to assign the selected 
- command. Be careful; whatever control you use at this point does not perform its usual 
function-it is mapped to the selected command. 


&. Repeat this process until you have the controls configured to your satisfaction. 


When you're finished, simply press E= to leave the Controls box. Your changes take effect 
immediately. If you change your mind about the reconfiguration or make mistakes and need to start 
over, select the final option-Reset to Defaults-to undo all your changes and return the controls to 
their original configuration. 


You might want to note your new configuration somewhere for reference. However, if you forget 
what control you mapped to what command, you can always return to the Controls box and check. 
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SoHqeq; Suv rur, SuSuvmo’; geq rur. 

“Train like you fight, for you will, = 
fight like you train.” - p 

-Human warrior proverb 


^ When you begin your training, you are under the tutelage of an experienced warrior. Before each 


~ mission, he advises you of your objectives, the expected opposition, and any other important. 
information. After this briefing is completed, you begin the mission. If you wish to review the briefing 
during the mission, you can do so using the Replay Mission Briefing option on the Game menu. — 


a Training missions take place on a holodeck. This does not mean that you cannot be hurt-that would К 
... be pointless and insulting; the safety features have been disabled. What it does mean is that you do 
not expend real ammunition or collect real weapons. 


THe Сотват view 


Whenever you are on a mission, your view of the world around you can include more information 
than you might expect. What you'll see depends on which of the HUD configurations you have 
enabled. The default, configuration 1, includes the most information. 


The center portion of your view shows your surroundings, plus: 


Weapon — The weapon you have in hand is visible. 

Cross-hair When you have the targeting cross-hair turned on, it is visible at the point 
your weapon is aimed. 

Tricorder If you are using a Tricorder, enemies are visible as red icons. 


STATUS DISPLAYS 


Unless you have changed the view such that they are no longer visible, the display also includes: 


Weapons Bar The Weapons Bar runs along the bottom of your display. This shows every 
weapon you have, and the one currently in your hands is highlighted. 
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Health/Armor 


Ammuntion 


- Inventory 


Timer/Message 


Kills 


At the bottom left is a box that shows two vital pieces of info. Firstisthe —— 
current state of your physical health; the higher this number, the farther you- 
are from failing your mission by dying. The second is the type and current 
strength of any armor you're wearing: See Armor (in Other Equipment) for 
details on the different types. 


The Ammunition Counter s at the bottom right. This keeps track of how much 


ammunition you have for the weapon presently in your hands. If one type of 
ammunition can be used by multiple types of weapon, the same count is 
displayed for each of those weapons. 


At the top right is your /nventory. It shows which item is currently selected. To 
use that item, press the Use Item control key. When you change items, this box 
is enlarged to show more than one item. (See Your Inventory for more detail.) 


The box in the top left corner serves multiple functions. Whenever your 
mission objectives must be completed within a certain time period, a 
countdown timer displayed here keeps your apprised of your deadline. If your 
objectives change or new information comes to light while you are in the midst 
of a mission, your superiors inform you as soon as possible. А light here alerts 
you that a message has been received and will be displayed momentarily. 


This is displayed only during multi-warrior Death Rite contests. On the right 
side of your display, the upper box tallies the number of kills you have scored. 


In addition to all this, you might have a Console window open. For the details on that, please read The 


Console. 


_ YOUR INVENTORY 


A warrior carries only one of each item or key-more would be unnecessary. If you already have an 
item, you do not bother to pick up another of the same. However, if you are carrying an item that is 
partially expended, you would be foolish not to replace it with a fully charged new one. Of course, you 
destroy the old item to prevent it from being used by your enemies. 


If the inventory item you have in hand is not the one you wish, you can change it. 


A. Regardless of whether the /nventory box is visible in your HUD configuration, you can use the 
Next Item and Previous Item controls (the defaults are £ and £1) to move the highlight to the 


item you want. 


a» Press E™ to make the bracketed item your current "active" item. (This does not use the item.) 


If you change your mind, press 1 to leave the /nventory without changing the item in hand. 
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.. UsiNG WEAPONS 


| HABITS -ОР а (IaRRIOR 
“Ifyou have survived this long, your training has instilled in you the habits of a warrior. This means that 
certain actions have become second nature-you do not think about them, you simply act. That is as it 
should be. 


Whenever you pick up a weapon that you do not already have, you carry it with you. If this is the first 
time you have held a weapon like this, you arm yourself with it, so as to test its capabilities at the first 
opportunity. Every weapon includes a certain amount of ammunition, so you always have the chance 
to fire a new weapon-if you can find a suitable target. 


If you find a weapon that you already have, there is no reason to carry a second one. You strip 
the ammunition from it and destroy the weapon-so that your enemies cannot find it and use it 
against you. 


If you run out of ammunition for the weapon you are using, you immediately arm yourself with 
another type of weapon. (The choice of weapon is set in the priority list, which you can customize. See 
The Options Menu for details.) 


г AMMUNITION LIMITS 


Once you have decided to pick up ammunition, you store it and use it without conscious thought. You 
ate also too intelligent to burden yourself with too much ammunition-you leave the excess where 
it lies. 


Experience has taught that these are the maximum amounts of ammunition a Klingon warrior should 
carry. (Of course, those who are not Klingons become slow when carrying much less.) 


TYPE CAPACITY 
-Dilithium Cell. 500 

Fuel Cell 100 
cnm E" 
Grenade 50 


For more information regarding ammunition, refer to the Ammunition section in Other Equipment. 
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_ Heghlu’D? mobbe'lu'chugh QaQqu Hegh нат. | 
Death is an experience best shared.” ph 
-Klingon proverb . ` 


Training missions are necessary to sharpen your skills, but computer-generated holographic enemies 
are not truly worthy opponents. For a battle that will stir your instincts and make your blood sing, 
. you need to face real, flesh-and-blood warriors. That is what the Multiplayer option is for. — 


e Сопрестпч 
Before you attempt to start a multi-warrior battle in Klingon Honor Guard, make sure that you are 
connected to at least one other computer via the type of communications you expect to use-an 


Internet service provider (ISP) or alocal area network (LAN). This connection is your responsibility; 
we cannot instruct you in this. 


PREPARING FOR BATTLE 


When you select Multiplayer from the Main menu, you proceed immediately to the Multiplayer menu. 
There are few options here. 


Join Game Offer to join a battle that some other warrior has organized. 


Create Game Start a new multi-warrior contest with yourself as host. When you create a 
game, you are responsible for configuring it so that it is challenging for 
everyone. 


Player Setup Determine the characteristics that you will wear in battle. 
You can also press [3 to return to the Main menu. 


CONTESTS | 


Before you choose to engage in any contest, you should select Player Setup and personalize 
you will look in combat. j 


Name 


Team 


Skin 


Enter your name. You have a limited number of characters in which to do so, so 
omit your family name and titles. This name tells the other warriors who you 
are. Using a false name is as dishonorable as not showing your face to your 
victim. 


This information-only entry displays the team of which you are a member. Ina 
team game, this determines who you fight with and who against. In any other 
type of game, it is without consequence. 


In a team game, the color of your uniform controls which team you are on. 
Otherwise, itis purely a matter of aesthetics. Select the color you like or, in a 
team game, the one that corresponds to the team you want to join. 


When you are finished, press E: to return to the Holodeck menu. Your settings are saved for you. 


JOINING а BATTLE 


-After you have done your player setup and decided to join someone else's battle, the only thing left to 
dois find the fight. When you select Join Game from the Multiplayer menu, you find yourself at the 
Join Game menu. What you do here depends on where the fight you want to join is being held. 


Find Local Servers If you are connected to а LAN, select this option and press E to search the 


network for open battles. When the list appears, use the arrow keys to choose 
a game, then press E™ to join that battle. 
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Choose from 
Favorites 


Open 


Optimized for 


Typing in IP addresses time after time can try a warrior's patience. This feature 
allows you to enter addresses you use often into a saved list, from which you 
can ater select. Choose a slot, then press the right arrow key to change the 


. information in that slot. You must enter а name for the slot (something you 
. associate with this address) and, of course, the exact address. When you 


return to the list, you can attempt to connect to that address simply by 
selecting the name and pressing (9. 


Use this option if you know the exact IP address of the server you want to 
connect to, but that server is not in your list of favorites. Type in the address, 
then press 2) to attempt to connect to that server. 


You can have the game self-optimize for smooth communications, based on 
how you intend to connect to the battle. Choose the one you plan to use: LAN, 
Internet (28.8 or 55.6 kbps), or fast Internet (56 kbps and up). 


When you have found a game and selected to join it, that's all there is to do. You enter the battle 
almost immediately. 


ORGANIZING a BATTLE 


If you prefer not to join a battle called by someone else, you can organize your own. By doing so, you 
become the “host” of the battle. As host, it is your responsibility to set up the arena, determine the 
type of game, and configure the battle. This is not a difficult process, but there are many decisions 
involved. First, you must choose Create Game from the Multiplayer menu. Next, you must decide 
What type of battle this will be and where it will take place. 


Select Game 


Use the left and right arrow keys to choose the type of battle you want to host. 
There are three types of multi-warrior battle. 


Т) Death Rite sets all warriors against one another in an every-Klingon-for- 
himself melee. Up to 8 warriors can compete in a network Death Rite; up to 
4 can fight an Internet battle. 


2) Team Game is a contest between teams of warriors. The teams are 
identified by color, and each warrior who enters the battle must join 
ateam. 


3) Co-op Game pits multiple warriors against computer-generated 
opponents. Up to 4 warriors can cooperate against the holographic 
enemies. 
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Select Map 


Use this option to control on what map the multi-warrior battle will take place. 
You can choose any of the missions from the solo game, plus any valid maps 
you have from other sources, as long as they are in the proper folder. (бее 
Creating Your Own Missions for more detail.) Use the left and right arrow 

- keys to cycle through all of the available maps. Е 


Finally, you must configure the battle. Choose Configure Game to move to the list of options. You 
have control'over many important characteristics of the fight. Depending on which type of game you ~ 
chose to host, you'll see some or all of these options: 


Reduced Gore 


Frag Limit 


Time Limit 


Max Players 


Weapons Stay 


Number Of Bots 


Configure Bots 


This controls the level of violence portrayed in on-screen battles. For example, 
when this option is True, no blood is displayed. Use € or the left and right 
arrow keys to toggle the setting on this option between True and False. 


You can use this to have the combat end when any warrior reaches a certain 
number of kills (also called “frags”). When any combatant achieves this 
number of frags, the battle ends. Use the left and right arrow keys to raise and 
lower this number. To have no limit, set this number to zero (0). 


This determines whether the contest goes on for only a limited time or 
continues indefinitely. When a timed battle reaches the limit you set, the fight 
ends. Use the left and right arrow keys to raise and lower the number of 
minutes. To have no limit, set this number to zero (0). 


Use the left and right arrow keys to set the maximum number of warriors you 
want to allow in the fight. 


This controls whether weapons disappear once they have been picked up. Set 
this option True to have the items remain in place, available to warriors other 
than the first to arrive. Note, however, that a warrior who has already picked 
up that particular weapon cannot pick it up again. Use те) or the left and right 
arrow keys to toggle the setting on this option between True and False. 


"Bots" is a shorthand name for computer-controlled warriors. This option 
controls how many of them you want included in the battle you are setting up. 
Use the left and right arrow keys to raise and lower this number. 


This menu gives you control over the characteristics of the computer- 
generated warriors you choose to include in the battle. The options on this 
menu are covered in detail in the Botmatch section. 


Bots In Multiplayer If you wish, you can include computer-controlled warriors in the battle by 


setting this option True. Bots can add distraction and challenge to a match or a 
level, and can fill in gaps іп an otherwise thinly-populated fight. Use [9 or the 
left and right arrow keys to toggle the setting on this option between True and 
False. 
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DeathRite HUD Use this to set the default appearance of the data panels in the C ombat View 
l (the HUD). Use E™ or the left and right arrow keys to cycle through the 
possible settings. 


icim. Fire Scale This controls whether your weapons can injure warriors with whom you are 
: cooperating and those on your team-and how much damage each accident 
will do, The number is a sliding scale іп 10% increments. When it’s set to zero 
(0.0), you need not worry about hurting your compatriots; if it’s at one (1.0), 
shots to friendly warriors do full damage; at half (0.5), your accidents do half 
damage. Use the left and right arrow keys to change the setting on this option. 


When you have configured the battle to meet your needs, you have two options for the way you want 
to host the fight: 


Start Game This sets up the battle with your host computer as both the dient on which you 
play the game and the server on which the game runs and that performs all of 
the communication function necessary for a multiplayer game. 


Launch Dedicated Use this option if you have an extra computer and want the game to run more 
Server smoothly and (usually) significantly faster. This sets up the battle so that your 
host computer acts only as the server on which the game runs and that 
performs all of the communication function necessary for a multiplayer game. 
You must then до to another computer to join the game as a client and take 
part in the battle. 


Messagey During BATTLE 


For the most part, a multi-watrior battle proceeds just as a normal fight, except that your opponents 
are less predictable, more ruthless, and infinitely more clever than the computer-generated enemies 
ina holodeck training program. As a convenience (especially during team and games) there are two 
extra functions available so that you can communicate with the other living warriors in the arena. 


Broadcast During Death Rite, Team, and Co-op games, you can send out messages to 
every player in the game. Press the Broadcast key (the default is ЕТ), type 
your message, then press 4 to send it. 


Team Message In Team games, you can transmit messages that only members of your team 
receive. Press the Team Message key (the default is ЕТ), type your message, 
then press E™ to send it. 
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откесин | 


otmatch” battle is a hybrid game; it's а multi-warrior fight with only опе living warrior- 
you. This is not the same as the missions in the solo game. The other warriors in this battle are 
not involved in any activity but one-chasing you down and harming you. It's exactly as 

_ though you were playing а multi-warrior battle, except that all of the other warriors are 


computer-generated holographic enemies. To distingui 


se more determined opponents 
from the usual enemies in your missions, these are calle 


To start setting up a botmatch game, select Botmatch from the Game menu. You must make many of 
the same choices and configuration decisions that you would for a multiplayer game. 


Select Game 


Select Map 


Use the left and right arrow keys to choose the type of battle you want to host, 
There are three types of botmatch battle. 


1) Death Rite sets all the warriors against one another in an every-Klingon- 
for-himself melee. 


2) Team бате is a contest between teams of warriors. The teams are 
identified by color, and some bots are on your team. 


3) Co-op Game pits multiple warriors in missions against computer- 
generated opponents. In botmatch, the warriors with whom you're 
cooperating are bots. 


Use this option to control on what map the botmatch fight will take place. You 
can choose any of the missions from the solo game, plus any valid maps you 
have from other sources, as long as they are in the proper folder. (бее | 
Creating Your Own Missions for more detail.) Use the left and right arrow 
keys to cycle through all of the available maps. 


Finally, you must configure the battle. Choose Configure Game to move to the list of options. You 
have control over many important characteristics of the fight. Depending on which type of game you 
Chose to host, you'll see some or all of these options: 


Reduced Gore 


Frag Limit 


Time Limit 


Max Players 


This controls the level of violence portrayed in on-screen battles. For example, 
when this option is True, no blood is displayed. Use ©) or the left and right 
arrow keys to toggle the setting on this option between True and False. 


You can use this to have the combat end when any warrior reaches a certain 
number of kills (“frags”). When any combatant achieves this number of frags, 
the battle ends. Use the left and right arrow keys to raise and lower this 
number. To have no limit, set this number to zero (0). 


This determines whether the contest goes on for only a limited time or 
continues indefinitely. When a timed battle reaches the limit you set, the fight 
ends. Use the left and right arrow keys to raise and lower the number of 
minutes. To have no limit, set this number to zero (0). 


Use the left and right arrow keys to set the maximum number of warriors (you 
and the bots) you want to allow in the fight. This does not affect the number 
of enemies that come with the map you chose. 
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Weapons Stay 


Number of Bots 


Configure Bots 


This controls whether weapons disappear once they have been picked up. Set 
this option True to have the items remain in place, available to warriors other 
than the first to arrive. Note, however, that a warrior who has already picked 
up that particular weapon cannot pick it up again. Use E= or the left and right 
arrow keys to toggle the setting on this option between True and False. 


Use this option to determine how many bots you want included in the battle 
you are setting up: Use the left and right arrow keys to raise and lower this 
number, 


This opens the Configure Bots menu, which gives you control over the 
characteristics of the computer-generated warriors you choose to include in 
the battle. 


1) Auto-Adjust Skill determines whether the bots will change the quality of 
their fighting skills during the battle to match the proficiency of the real 
warriors. If this is True, the bots will become more competitive if the living 
players are doing too well-and less clever if the living warriors are getting 
crushed. Use ges, or the left and right arrow keys to toggle the setting on 
this option between True and False. 

2) Base Skill controls the level of fighting abilities that all bots begin the 
bat with. Use the left and right arrow keys to raise and lower this 
number. 


3) Random Order ensures that each battle is unlike the last. When this 
option is True, the bots do not enter the battle in order by their numbers; 
rather, they're inserted at random. If you wish the bots to appear in a 
predetermined order according to their numbers, set this False. Use 
or the left and right arrow keys to toggle the setting on this option. 


4) Configure Individual Bots allows you to make changes to the way 
individual bots look, their names, and-to a limited extent-their skill in 
battle. 


1) Bot # is how bots are identified. This option is what you use to select 
the bot whose characteristics you want to configure. Use the left and 
right arrow keys to raise and lower this number. 


2) Name lets you give each bot a label in addition to its number, which 
can be helpful for identification during fast-paced battles. You have a 
limited number of characters, so be brief. 


3) Classis the bot's type-the kind of warrior it is. Use the arrow keys to 
select the one most fitting to the role you intend this bot to fill. 


Ze BOTMATCY 


4) Skinisthe color of the bot's uniform. 


5) Skill Adjust determines the base level of fighting prowess with which 
. this bot begins the battle. This number supersedes-for this individual 
bot only-whatever you set for the Base Skill option. 


6) Team controls which of the team colors this bot will wear. In a team 
game, this determines which of the teams the warrior fights for. (In 
other types of game, it’s without consequence.) 


Bots in Multiplayer This option determines whether bots can take part in true multi-warrior (not 
botmatch) battles. When you are setting up a botmatch game, it should always 
be set True. Use E™ or the left and right arrow keys to toggle the setting on 
this option. 


DeathRiteHUD Use this to set the default appearance of the data panels in the Combat View 
(the HUD). Use E™ or the left and right arrow keys to cycle Да the 
possible settings. 


Friendly Fire Scale This controls whether your weapons can injure warrior bots with whom you 
are cooperating and those on your team-and how much damage each 
accident will do. The number is a sliding scale in 10% increments. When it's set 
to zero ^ 0), you need not worry about hurting your compatriots; if it's at 
one (1.0), shots to friendly warriors do full damage; at half (0.5), your 
accidents do half damage. Use the left and right arrow keys to change the 
setting on this option. 


When you have configured the battle to meet your needs, select Start Game to begin. 
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“Koch jaghpuDajHoHboghSuvut ylvup | 
“Pity the warrior who slays all his foes.” 
-G'trok, in the poem /u geng 


GUARD 


Asa member of the Honor Guard, you will not be sent on diplomatic missions. However, just because 

you are on a military mission does по! mean that you should indiscriminately kill everything you see. 

For example, if you are sent to capture an enemy for interrogation, to kill your target would be to fail 

your mission. Though it is good to strike first, it is also wise to attack only those who pose a threat to. 
you. Even in enemy territory, not everyone is an enemy. 


What follows is a brief introduction to the Klingons and other beings you are likely to encounter in 
your holodeck training and-should you survive-in future missions. 


KLIDGOD* 


If you have a chance to do battle with Klingons, glory in it! You will find no more joyous opponents. If 
you are victorious, know that you have given them a good death. If you are defeated, then we will 
meet in Sto-vo-kor! 


Ап honorable warrior shows his face to his enemy, but not all Klingons are honorable. Even when 
dealing with a warrior you know well, remember the proverb, "Trust, but watch the door." 


Primary Weapon: — Disruptor Pistol 
Secondary Weapon: D'kTahg 


If you meet a Klingon on the penal planet Rure Penthe, he is not a prisoner. Warriors assigned 
to duty as guards are not chosen for their combat skills, but that does not mean that they have 
none. These Klingons have earned their lowly posting through acts of dishonor and sadism. 
Perhaps this makes them suitable for guarding a frozen prison full of criminal non-Klingons, but 
it does not make them weak opponents. Expect the guards to be angry at their position-and 
happy to relieve their boredom by using any intruder for target practice. 


GUARD CAPTAIN 


Primary Weapon: Disruptor Rifle 
. Secondary Weapon: Ва ей 


Any guard who survives at Rure Penthe long enough to become a captain is a dangerous veteran 

of many combats. These Klingons are vicious fighters who control both the prisoners and guards 
With the ruthless efficiency of an iron fist. Most of the Guard Captains keep a Guard Beast at their 
side-to deal with minor problems and help with stronger enemies. 


f кесоцкт(ок 
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Спда-Чауу Battle Craiyer 


Of all the ships in the Imperial Klingon Defense Forces, none have served longer 
d more reliably than the D-7 Battle Cruisers and their variants. The K'tinga- 
ss D-7 variant entered service on stardate 7514.7, boasting both weapons 
d warp drive improvements and, eventually, one of the earliest Klingon 

cloaking devices. The K’t’inga design has, itself, been upgraded several times 


er the last 80 years, and a large number of these vessels remain active to this | 


y, servin alongside our еге Vor'cha Ча ruisers. 


i WARRIOR OF THE HOUSE or DURAS 
Primary Weapon: Disruptor Rifle 
Secondary Weapon: D'kTahg 


The House of Duras has been dishonored for many generations by the actions of its leaders, at 
Khitomer and afterward, and in the recent civil war. That does not mean that the individual 
_warriors have no honor. Respect them as you would any opponent; they are Klingons. 


CAPTAIN OF THE HOUSE OF DURAS 
Primary Weapon: Assault Disruptor 
Secondary Weapon: Bat'leth 


It takes skill and intelligence to rise to the rank of Captain. In the House of Duras, it is safe to 
assume that it also requires a measure of cunning. Do not underestimate the abilities of these 
warriors; they are especially fierce in hand-to-hand combat. 
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“ OTHERS 


"до not underestimate beasts and non-Klingon fighters. They are neither weaker nor less dangerous 
than Klingons-in fact, they are often the most deadly énemies. As a rule, a non-Klingon opponent 
offers less exhilarating combat than a good warrior, The reason for this is that it is highly unusual for 
any but a Klingon to fittingly savor a battle and revel in it-their blood does not burn, nor does it sing. 
This does not mean that you can пеуегре defeated by an enemy that is not Klingon-quite the 
opposite is true-but there is less joy іп the fight. 


Great beasts can be difficult opponents indeed, and there is always honor in victory over a stronger 
foe. Of course, the honor is greater if you do not rely on the advantage of superior weaponry and 
distance. 


ANDORIAN 
Primary Weapon: Disruptor Rifle 
Secondary Weapon: Axe 


It is difficult to trust a rumor, but there is often a kernel of truth behind such stories. Recent 
reports from the far reaches of the empire imply that several groups of Andorians have set up 
smuggling operations near-and perhaps inside-Klingon territory. If any of your missions take you 
into outlying sectors, be wary of these beings. As a fighter, the average Andorian is often a match 
for even a skilled Klingon warrior, and these fierce soldiers are not easily defeated. 


ANDORIAN CAPTAIN 
Primary Weapon: — Sith Har Blaster 
Secondary Weapon: Short Sword 


If you encounter more than a few Andorians, it is likely that they are led by a seasoned veteran. Do 
not be hasty to join in battle with such a being; Though there is honor in such a death, there is 
more honor in fulfilling your mission. It is well known that only the finest and fiercest Klingon 
warriors are willing to face high-ranking Andorians in personal combat-and even some of those 
would choose not to. 
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ATTACK DROID 


-Type lll Armament: — Rocket Launcher 


TypelArmament: Disruptor Rifle 
TypellArmament: Assault Disruptor 


Automated maintenance devices are sometimes converted to carry weapons. These mobile 
weapons platforms are not controlled directly, but are programmed to seek out and attack their 
tatgets. They do so until they run out of ammunition or are destroyed. There is little joy in fighting 
machines, but there is often great challenge. These weapons are programmed by experts and can 
be quite dangerous. 


BIREQT 
Attack: — Bite 
The bireQT is a small, dangerous fish common on the worlds of the Empire. In order to be attacked 
by one of these, you must be immersed in the water (or sewage) it calls home. As if that alone 
Were not bad enough, these tenacious creatures attack quickly. They will not flee and do not 
cease attacking until killed. 

CHUCH BIQDEP 


Attack: — Bite 


The chuch b/QDepis a large and extremely dangerous water creature native to the penal 
planet Rure Penthe. To be attacked by one of these, you must be immersed in the frigid 
water in which it lives. This creature is omnivorous and viciously attacks anything in its 
vicinity. It will continue this behavior until killed. 
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Rare Penthe 


The penal asteroid Rure Penthe is one of our most effective prison facilities. 
Known throughout the quadrant as "the aliens' graveyard," the surface of this 
planetoid is frozen and almost completely uninhabitable by humanoids- 
although a few indigenous creatures such as the Ro’Ped and the chuch blQDep 
can be found in abundance both on the surface and in underground caves and 
rivers. Because of the extreme surface conditions, no external guard towers or 
electronic barriers are required. The only protection is a magnetic shield that 
prevents the use of transporters in and around the prison facility. 


Rure Penthe is also one of the Empire's leading dilithium producers. The 
crystals excavated by the prison population represent over 30 percent of the 
tal supply consumed by the Klingon Defense Force. 


GUARD BEAST 


Attack: — Вие 


These unnamed creatures are native to the ice planet Rure Penthe. А few have been captured and 
domesticated-barely-by Guard Captains at the prison facility. The animals are as fierce as they 
seem, and seem to be instrumental in keeping new convicts in line. The threat of their bite is 
usually enough to deter any intelligent being, but when necessary, the beasts are loosed to the 
attack, with satisfying results. 


LETHIAN 
Attack: Mind Sear 


We know little about Lethians; they are secretive and stealthy creatures. They have been 
observed in combat, and there seems to be a pattern to their tactics. A Lethian depends on 
silence, camouflage, and sometimes a Stealth Suit to get close to its target. When near enough, 
the attacker grabs the victim with both hands. There is а strong bio-electrical discharge of largely 
unknown properties-the Mind Sear-that damages both the mind and body of the one being 
attacked. There is no known defense against this weapon-except distance. 


Lethians sometimes work in concert with Andorian smugglers, and there are a number of Lethian 
prisoners on Rure Penthe. Rumor has it they can sometimes project an attack, as well. 
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NAUSICAN 

Primary Weapon: ^ Grenade Launcher 

Secondary Weapon: Knife 

A Nausican is large, foul-tempered, and belligerent. They are challenging enemies, but combat 
~ with them is soured by the fact that they fight from anger, not from the joy of battle shared. 

The House of Duras has been known to employ Nausican mercenaries. If this is truth, then the 

, rumor that they act as personal bodyguards-to the further dishonor of those they are paid to 
protect-might also be true. Despite their size, Nausicans can be quite fast and nimble. Never drink 
with one. 


Ro'PED 
Attack: Tooth and Claw 


Of all the creatures native to Rure Penthe, the Ro'peD (Snow Fist) has proven to be the most 
dangerous. Over the years, this giant biped has claimed almost as many victims as the cold- 
prisoners and guards alike. It eats carrion as well as live prey, and if its quarry is too much 
trouble, the Ro'peD is more than happy to eat it after it is dead. 


The beast's claws and teeth are your first worry, but not the only one. Those who have lived long on 
the ice planet say that the Snow Fist is more cunning than an ordinary animal. The Ro'peD has been 
known to use its environment as a Weapon, sometimes throwing objects at its prey from afar. 


SENTRY GUNS 
Typel Armament: Disruptor Rifle 
Type ll Armament: Assault Disruptor 
Type Ill Armament: Rocket Launcher 


In hostile environments—or when there are more places to watch than there are warriors to watch 
them-an automated sentry gun can take the place of a living guard. These immobile weapons are 
autonomous; they attack their pre-programmed enemies and defend themselves if fired upon. Sentry 
guns perform until out of ammunition or destroyed. 
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-TAR CHOP | 
Annoying Attack: . Bite 
Dangerous Attack: Tail Sting 
If you have never encountered Tar Chop, you are fortunate indeed. These annoying little 
creatures live on many worlds in the empire. They also climb aboard any open craft, including 
ships. If they are not exterminated, these pests breed into great swarms and attack any warm 
body that comes near their hiding place. While they are not powerful, their numbers can be 
overwhelming. 5 


The sting of the Tar Chop is mildly poisonous. One sting will not kill a Klingon warrior, but many 
stings will. (Any weapon, if applied often enough, can be deadly.) 


TARG 


Attack: — Bite 


_ You know what a Targ is. It is possible that, as a youth, you kept one as a pet. You might also have 
eaten Targ recently. What you might not know is that Targ can be trained as attack beasts. 
Warriors of the House of Duras have been seen accompanied by Targ trained in such manner. 
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leghlaHchu'be'chugh тїп[о" lallbe' tajjej | 
‘sharp knife is bg а without a ae eye.” 


You аге a Klingon. If you are also to be a warrior, it is not enough to know how to use weapons. You 
must learn fighting skills and develop a sense of honor, so that you use your weapons as a Klingon- 
joyously, but not without self control. 


Every Klingon weapon is designed to be used in more than one capacity. Thus, every weapon you will 
train with has a primary and secondary function. Blades are intended for use in close combat, and 

_ those are the best weapons for hand-to-hand fighting. However, you can also use a well-made, 
balanced blade as a distance weapon; its secondary function is as a thrown projectile. 


Projectile and beam weapons vary in power and range. Their fire travels in a straight line until it hits 
something. Thrown blades go only as far as your strength propels them, but the range of beams and 
rockets has no practical limit. Other projectiles-grenades, the Ding-pach, and certain rockets-have 
different characteristics, which you will learn. 


Remember, if you run out of ammunition for the weapon you are using, you immediately arm 
yourself with another type of weapon. (The choice of weapon is set in the priority list, which you can 
customize. See The Options Menu for details.) 


Юк Tang 


= Primary Attack: Stab 
"Secondary Use: Throw 


No Klingon warrior is ever voluntarily separated from his D’k Tahg. The traditional blade is 
indispensable both when honor requires the ceremonial use of a weapon and for intimate 
personal combat. 


The warrior's knife is perfect for quiet, close-in fighting. It is not a difficult blade to use, but it 
takes skill and experience to master. AD’k Tahg is swift, but it is also small. If your opponent is 
using a Bat'leth, you would be wise to get a larger blade yourself. 


Every D'k Tahgis a well-balanced knife, and is therefore an adequate throwing weapon. If you 
throw your blade, be sure to retrieve it. 
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BaT'LCTH 
Primary Attack: Slash 
Secondary Use: Throw 


The betleH-the sword of honor-has fewer ceremonial uses than the D'k Tahg, but it а тоге 
powerful weapon. Like the warrior'sknife, the sword is perfect for quiet, close range fighting, but the 
Bat'leth (this is the Federation standard spelling) is longer and heavier. Thus, it has a longer reach and 
amore effective impact. This is a warrior's weapon. 


It is not often wise to throw away your weapon in a fight, but if you should need to, you can throw а 
Bat'leth; the sword is well balanced, flies true, and strikes hard. If you throw your sword, retrieve it- 
or someone else will. 


. The sacred texts are silent on the subject of the origin of the betleH sword. For l 


. from generation to generation, so that there would be no record. This was 

_ done because it was foretold that Kahless would return some day to lead the 

_ Klingon empire. When that day came, the clerics would administer а test to 

. determine with certainty that he who claimed to be Kahless was truly Kahless — 
he Unforgettable, and not an imposter. Until Kahless was reborn, only he and _ 


the High Clerics knew the story. 


. records that Kahless went to the volcano Kri'stak. He dropped a lock of his hair - 

_ into the lava there, then plunged the burning crescent into the nearby lake 

_ Lursor and twisted it into a blade. Не took this newly-forged blade and used it. 
o kill Molor in personal combat. 1 
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DiyRaPTOR PISTOL 


Primary Setting: Energy Bolt 


` Secondary Setting: Disruption Bolt 


The Disruptor Pistol is the standard issue sidearm for warriors of the Klingon empire. In one form or 
another, this weapon has been in use for many years. However, this is not the same thing as your 
grandfather's “sonic disruptor” pistol-it is much more dangerous to your enemies. Although the 
directed energy beam from this small gun can be quite deadly, the Disruptor Pistol is merely a 
sidearm; it is not powerful enough to fill your needs on an extended military mission. 


The Disruptor Pistol is powered by a self-contained, recharging power cell; it does not require 
ammunition. Note that firing a disruption bolt consumes several times the energy of anormal shot, 
but does substantially more damage, as well. 


DIYRUPTOR RIFLE 


Primary Setting: — Energy Bolt 
Secondary Setting: Disruption Bolt 


Many experienced warriors say that a Disruptor Rifle is easier to aim accurately than the pistol. That 
may be true, but itis certain that the rifle is more powerful. This weapon fires a rapid burst of 
disruptor bolts, rather than a single shot. Even if your aim is poor, you can spread the shots for wide 
effect. The only disadvantage is that the rifle uses energy more quickly than the Disruptor Pistol. 


The Disruptor Rifle is powered by standard Dilithium Cells. As with the pistol, firing the rifle's 
disruption bolt consumes many times the energy of the normal energy bolt. The result, though, is 
normally quite satisfying. 


Каси Нки ASSAULT DisRUPTOR 


Primary Setting: Energy Bolt 
Secondary Setting: Disruption Spread 


If you believe that the Disruptor Rifle is not destructive enough, you should arm yourself with a 
Bach’Hich. The Assault Disruptor is the empire’s most powerful hand-held disruption weapon. 
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The primary bolt from this disruptor is most effective at short fange. As the distance to the target 
increases, the bolt spreads, and its power gradually dissipates. At these dispersal ranges, the area of 
effectis wide, and the bolt mày hit multiple targets, but each target receives less damage. : 


When you have multiple enemies grouped in one area, the secondary bolt is the wiser choice. The 
Вас! Hich fires six tightly grouped disruptor pulses. Every one of these six delivers greater damage to 
its target than is likely to result from a dispersed primary bolt. 


The Bach'Hich Assault Disruptor is powered by standard Dilithium Cells. As is true of all disruptor 
weapons, the secondary bolt consumes significantly more energy than the primary bolt. 


DING-PACH 
Primary Setting: Fire Disc 
Secondary Setting:  Detonate Disc 


Not every warrior can use the Ding-pach Spin Claw with success. This unusual weapon fires a razor- 
edged, spinning disc that both slices into and rebounds from everything it hits. The disc continues in 
this way until it returns to its launcher or you detonate it. If you change weapons while the disc is out, 
the disc is permanently lost and will explode on return. Remember, the trajectory of the Spin Claw is 
determined by your surroundings; if you are in its path, you could be injured. 


GRENADE LAUNCHER 


Primary Launch: Trilithium Grenade 
Secondary Launch: Flash Grenade 


The empire's standard Grenade Launcher fires a small bomb. This bomb is ballistic, like a rock, not 
self-propelled like a rocket. It flies a short way, then follows the dictates of gravity. Grenades fall, 
bounce, and roll. These bombs are programmed to detonate on contact with any target. If no target is 
encountered, the grenade detonates after three seconds. 


In training and on missions for the Honor Guard, there are two types of grenade you are likely to use. 
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Trilithium HE 


Flash 


The trilithium high explosive grenadeis a simple and effective bomb. Note that 
this device is exactly the same as the warhead from a standard trilithium HE 
rocket; the two are interchangeable. The only difference is that a Grenade 

_ Launcher does not activate the rocket's propulsion system. 


- Flash grenades explode, but. cause no real damage. These cause temporary 
blindness-and often deafness—to any enemy near the blast, leaving them 


stunned and vulnerable. It is not seemly to attack an honored foe during this 
period of disorientation, but there is no dishonor in gaining an advantageous 
position. Flash grenades are useless against opponents that do not rely on 
vision or hearing as the primary means of sensing their environment. 


TRILITHIUM ROCKET LAUNCHER 


Primary Launch: Trilithium Rocket 
Secondary Launch: Н-К Коскеї 


А Rocket Launcher fires self-propelled explosive projectiles, one at a time. The range of these 
projectiles is not infinite, but it is greater than the reach of your eyesight on most planets. A wise 
warrior does not fire at a target he cannot see, so do not worry about the range of your rockets. 


Intraining and on missions for the Honor Guard, there are two types of rockets you are likely to use. 


Trilithium HE 


Hunter Killer 


The function of a trilithium high explosive rocket is easy to understand. It flies 
ina straight line until it collides with a solid object, then it detonates. Note that 
this rocket is exactly the same as the trilithium HE grenade; the two are 
interchangeable. The only difference is that a Grenade Launcher does not 
activate the rocket's propulsion system. 


An Н-К rocket not only does greater damage than a standard trilithium rocket, 
it also has an advanced internal targeting and guidance system. When fired, 
the warhead immediately locks onto the target nearest you and flies toward it, 
detonating on impact. The H-K warhead's sensors are restricted to a forward 
facing cone with a radius of approximately 45 degrees. If the target manages 
to move out of this cone, the rocket stops and hovers. The sensors perform a 
wide sweep to reacquire the target or find a new one. This is the only serious 
drawback to this weapon; after launch, the sensors cannot distinguish 
between you and your enemies-if you are the nearest being, a reacquiring 
rocket might choose you as its new target. If no target is acquired within 20 
seconds, the warhead detonates where it is. 
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Trilithium is a dangerous and unstable compound. Minute quantities of this 
highly toxic substance are created when dilithium is exposed to intense 
matter/antimatter reactions-as happens most often inside warp engine cores. 
Itis an undesirable waste product of such reactions, and if allowedto — 

- accumulate, trilithium resin can have an adverse effect on the engine соге. 


When starship safety procedures are followed, trilithium is no more than a 
nuisance. In the hands of an expert, however, this poisonous compound can 
become the primary ingredient of an extremely powerful explosive. This is the 
only known use for trilithium, and is the reason why its transport and 1l 
_ commerce are tightly regulated and closely monitored throughout the empire. 17 
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YITH HAR BLAYTER 


Primary Setting: Particle Pulse-beam 
Secondary Setting: ^ Discharge Cell 2 


This is not a Klingon weapon; it is manufactured from a Dreman design by the Sith Har order of 
assassins. It is effective and common, and you should be familiar with it. This weapon is capable of 
causing enormous damage to its target. That makes it a sought-after weapon, and the Sith Har export 
itto a number of worlds. 


The Sith Har Blaster fires a pinpoint laser that creates an ionized path to the target. (In atmosphere, 
the air is ionized; in vacuum, the laser itself serves as the path.) A nanosecond later, it begins firing a 
steady series of coherent pulses of accelerated subatomic particles. These follow the ionized path to 
strike the target and cause damage. This is the primary mode of fire. The secondary mode discharges 
the total energy of the blaster’s fuel cell in a single, devastating pulse. 


The Sith Har Blaster is powered by specially designed Plasma Fuel Cells. 
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The dilithium deposits of Drema IV are extensive. Unfortunately for the 
Dremans, these deposits are laid down in an unusual lattice alignment. This 
structure enhances the conversion of geologic heat into mechanical stress, 
which results in excessive tectonic activity. The planet has a long history of 
nearly constant seismic upheaval. One side effect of this is that Drema lV has 
been plagued by frequent, prolonged, and violent electrical storms. 


Over the centuries, Dreman scientists have naturally made efforts to 

understand their planet's electrical activity. The fact that they live in what is — 
essentially an electromagnetic and plasma physics laboratory helps to explain · 
why the Dremans' earliest technologies were focused around the physics of — 
ionized plasmas—of which lightning is one form. It is perhaps predictable that — 
someone would develop weapons based on this science. 


Little is known about the Sith Har order of assassins. What is clear is that they | 
used Dreman technology to create their signature weapon, the Sith Har | 
Blaster. It is accepted on hearsay, but has not been proven, that their 

manufacturing base is in the Drema system. Many believe that it is on Drema 
IV itself, and that the Dremans are involved. 


PARTICLE DISPERSAL Cannon 


Primary Setting: Energy Blast 
Secondary Setting: Vortex 


The experimental Particle Dispersal Cannon is the most devastating personal weapon the empire has 
ever developed. Inits primary mode, it fires an immensely powerful energy burst that effectively 
disassembles the molecular structure of every target in range. Even if you overlook the fact that this 
type of mass destruction is without honor, there is still one serious drawback to this weapon-the 
warrior firing the cannon can be caught within the blast and destroyed. 


The secondary function of the Particle Dispersal Cannon can also backfire. The Vortex is best 
imagined as a tiny singularity. It pulls all objects within its range-possibly including the wielder of the 
cannon-into itself, then implodes. You do not need to know how the Vortex works; suffice that it 
does so. 


The Particle Dispersal Cannon is powered by standard Dilithium Cells. 


f «006 WEAPONS 


Suvlu'taHvl$ yapbe' Ho$ neH — 

"Brute strengthisnotthe most 
important assetin a fight.” ~ 

-Klingon proverb 


A 
yesa 


Weapons are the most interesting equipment, but they are not the only things a member of the 
Honor Guard needs. You must be able to use many different devices in order to survive and bring 
honor to your name, your house, and the empire. $ome of these devices, the Honor Guard supplies 
you with. Others, you are likely to encounter in the course of training and real missions. Learn well, 


and succeed. | 


AMMUNITION 


The weapons of honor are blades that need no ammunition. Disruptor Pistols recharge themselves. 
The projectile disc of the Ding-pach is an integral part of the weapon itself. Other weapons rely on 
ammunition to be useful; without it, they are no better than bludgeons. 


During missions, you should take advantage of any ammunition you find lying around. If you cannot 
Use it, it is often wise to destroy it, so that it cannot be of use to other warriors. Weapons fire will 
Cause most forms of ammunition to detonate. However, you must use prudent timing; do not cause 
loud explosions when your mission requires stealth, and do not stand near any blast. 


As you found in the section on Your Weapons, different arms require different types of ammunition. 
The standard types of ammunition used by your weapons are stored in two forms; the smaller form 
holds less, but it is more suitable for carrying. Cases of ammunition hold much more, and are 
designed for mass transport. Be aware that the number of shots a source of power will provide 
depends both on the type of weapon you are using and the way you use it. 


DILITHIUM CELLS 


Standard Dilithium Cells are used throughout the empire-and other nearby sectors-as power sources 
for many devices, both military and personal. As such, they are relatively easy to acquire. For this 
reason and others, most disruptor weapons and the Particle Dispersal Cannon have been designed to 
use the standard Dilithium Cell as a power supply. 


Single Dilithium Cell = 5 units 


Case of Five Cells = 25 units 


OTHER EQUIPMENT 


- TRILITHIUM EXPLOSIVES 


The Trilithium Explosives used by the empire are designed for dual use; each functions aseithera —. 
rocket or a grenade with no modification. Thus, both the Grenade Launcher and Trilithium Rocket 
Launcher can use this as ammunition. The only real difference is that when fired from a Grenade 
Launcher, the miniature propulsion system in the explosive does not activate. 


Used as a rocket, the Trilithium Explosive flies in a straight line until it collides with a solid object, then. . 
it detonates. As a grenade, it follows a ballistic trajectory-the shape of which depends on the ambient 
gravity-and explodes on contact with a target or after a 5-second delay. a 


_ ШШШ таинит Explosive Pack = 2 rocket grenades 


Case of Explosives = 5 rocket grenades 


- Praxis was one of the homeworld's primary energy-production facilities, until 
_ areactor core breach destroyed more than half of the moon on stardate 
г 9521.6. The near destruction of Praxis was one of the key motivating factors in 
- Chancellor Gorkon's peace initiative in the late 2378 century, an event which 
served as a cornerstone of our current alliance with the United Federation of 


several of the energy facilities on Praxis still exist, although most of them are 
inoperative. There are also no settlements on what remains of the moon. At 
one point in Klingon history, however, Praxis was home to several thriving 
settlements, including the great city of Tong Vey, which was destroyed by 
emperor Sompek over a century ago. 


Ze OTHER EQUIPMENT 


Pus FUEL CELLS 


‘The Sith Har Blaster, a weapon common on many worlds, is powered by specially т» Plasma Fuel 
Cells. We know that these are, in essence, hyper-capacitance electrical batteries. However, Dreman 
plasma technology is more advanced than that of the empire, and we have been able to discover little. 
else about these devices. A 


7 The Sith Har Blaster is capable of firing botha pinpoint laser and a steady series of coherent pulses of 
accelerated subatomic particles. The Plasma Fuel Cell is designed to allow instantaneous total 
. discharge, which causes a single, massive particle pulse. к 


Bh Single Plasma Fuel Cell 10 units 


Case of Cells = 50 units 


scout, the D-T2 first entered service on stardate 26209.0. Although quite a 
number of these vessels were constructed, they served for only а few years. 


gh OTHER EQUIPHERT 


-ARMOR | 
In personal combat over а matter of honor, armor has no place. However, when you are оп a mission. 
for the empire, it is prudent to wear armor when it is available. There is no dishonor in protecting 
yourself, and only a fool would enter the vacuum of space without a suit. As a member of the Honor 
Guard, you must be familiar with these types of armor and protective suits. 


Battle Dress is light armor. It provides adequate defense against weapons, but it is no protection 
at allin vacuum, harsh environments, or water. Battle Dress is not sturdy, but it is still better than 
no armor. ( 


А Мас бий is necessary if you wish to survive in space, but it provides no armor at all against weapons. 
The material of the suit protects you from vacuum and drowning. Breathing apparatus keeps you alive 
in environments where there is no air. When the suit is sufficiently damaged, it will lose its integrity- 

and then it is protection at all. 


Advanced Combat Armor is the best armor yet designed for use by Klingons. It provides maximum 
protection from weapons without inhibiting movement when fighting, and this armor protects its 
Wearer from vacuum and drowning as well as the Vac-Suit does. 


The primary reason for wearing armor is simply that it absorbs damage that would otherwise be 
done to your body. The effectiveness of your armor depends on its condition-as your armor takes 
damage, it becomes less able to protect you. This chart shows the relative durability of each of the 
types of armor. 


TYPE DURABILITY RATING PROTECTS AGAINST 

Vac$uit — Low Vacuum, Drowning 

Battle Dress Medium Weapons 

Advanced Combat Armor — High Weapons, Vacuum, Drowning 
Kev» 


During a mission, it is best to assume that any door you must pass through is locked. A key is the 
preferred method of opening a locked door. This is not only easier than destroying the door; but 
preserves stealth, as well. Every type of lock responds to a specific key device; the most common 
types are outlined in the table below. How you acquire these keys is your concern. 


фотнев coutewc«c — — agg 


Lock Type | m Key 


С Cipher Decoding Module 
DNA Imprint | Genetic Key 

Palm Scanner — Digital Palm Imprint 
-Pascard = Passcatd, ооо. 
Кк Holographic Retinal Projector 


Any key you pick up remains in your inventory until you finish the current mission. 


YURVEILLANDCE CAMERAS 


You cannot exist in two places at the same time. There are times, however, when it is necessary to 
watch or defend a strategically vital area, but you cannot stay in that area. This is when a remote 
camera is helpful. For example, your mission might take you into a storage bay that has only one exit- 
along corridor. By placing a camera at the far end of the corridor and checking it frequently, you can 
avoid being surprised by your enemies. There are many other such situations. 


If you have a camera in your inventory, it remains inactive until you place it. To place a camera: 
А. First, approach the surface you want the camera attached to. 


&. If you have only one type of camera, press E™) to place that camera on the surface. Otherwise, 
you must first make the camera you want to place the current item in your inventory, then press 
[F5 to place it on the surface. 


After you have placed a camera, select that camera from the inventory again, then press P9) to place 
yourself in the Surveillance Interface. Your view changes to the view through the lens of the last 
camera you select. Press £91 to return to your normal view. Each camera continues to function until it 
is destroyed, and you can re-access the camera as long as it is working. There are three types of 
surveillance cameras. 


The Type | surveillance camera is fixed in place. When you activate it, you see what is in front of 
the lens. You cannot move the Type | camera, and it has no other functions. 


The Type Il camera is more versatile than the Type |. When it is active, it responds to certain 
commands: 


MoveForward Tilt the camera up 
MoveBackward Tilt the camera down 


* OTHER EQUIPMENT 


TurnLeft - Panto the left 
Turn Right Pan to the right 
gy J Zoomin 
B...» loomout .— 


~ Туре lll cameras include all the functions of the Type ЇЇ, but they are also weapons. There is а 
specially modified Disruptor Pistol built into this camera. Use the Fire Weapon command to fire 
in the direction the camera is pointed. 


Asis true of most devices, there is risk to balance the benefits of using these cameras. While you 
are peering through the camera interface, you cannot move or fight. 


TRICORDER 


This durable device was originally developed by Federation scientists. Their crew members find 
it useful in many ways. On Honor Guard missions, it has only one function-to scan for enemies. 


When you activate the Tricorder, you see the approximate locations of enemies not already 
visible-an ambush waiting beyond a closed door, for example. Note that when the Tricorder is 
active, enemy sensors can detect its transmissions; scanning is not stealthy. 


COMMUNICATOR 


There are times when a smart warrior chooses to share a thrilling battle with others. This device 
allows you to do so. When a ship is nearby, you can use a communicator to summon temporary 
reinforcement. Do not do so in a confined area, or the help you summon could transport into a 
solid object-a wall. 


Any warrior sent in response to your communication cannot be spared from his duties for long. 
After a short period, he is forced to return to the ship-assuming he has survived. This means that 
he is eager to fight, and will spend as much of his time as possible doing so. It would be selfish of 
you to get in the way. 


sh OTHER EQUIPMENT 


 D»epiear YUPPLIES 


There is no dishonor in binding your wounds between battles. Some day, you will wear the scars with 
pride, but for today, do not let damage to your body threaten the success of your mission. 


Klingon physiology is not well understood by other races, and most of their medical technology is 
useless to you. However, two of the standard medical packages include bandages, antiseptics, and 
other agents that can be of some help. 


A Medipatch is a small, automated system; you activate it simply by picking it up. Its sensors 
attempt to diagnose your injuries and administer proper treatment. This device is not 
programmed specifically for the Klingon body, and its benefits are limited. 


The Medikit is similar to the Medipatch, but better stocked and more advanced. Its larger data 
store contains much of what is known of Klingon medicine outside the Empire, and its effect on 
you is greater. 


wa'Dlch*oy'Qo batlh'e SID 
"First, harm not the honor of the patient." 


This favorite saying of Klingon doctors illustrates the primary reason why 

other cultures regard our medical sciences as incomplete. Throughout our 

glorious history, there has been little need for the forms of medicine practiced 
elsewhere. When a warrior is wounded in battle, he either dies or he does not. | 
He does not crawl to a surgeon and beg to be saved. However, whenitisclear 3 |. 
that the wounds are not fatal, there is no dishonor in setting bones, so that the (> 
warrior may fight again and fight well. This outlook is also common in cases of : 
accidental injury. | 


The cure of disease is also considered by many to be unnecessary. "The sick 
should die," goes the saying, "because they are weak." This attitude does not 
extend to the prevention of diseases, which is a respected science. 


To lose control of one's body for any reason іѕ°ипріеаѕапї. Thus, being in the 
care of a doctor is both uncomfortable and humiliating. Many warriors prefer 
the Hegh'bat. 


gh OTHER EQUIPHEMT 


COMBAT GOGGLES 


These goggles provide two benefits. In lighted areas, they protect from blinding by Flash 

Grenades. In dark environments, the goggles provide light amplification, so that you can see. This = 
particular feature has a serious disadvantage, however; if you are affected by a Flash Grenade 
while using light amplification, the blindness is worse and lasts longer than normal. The flash 
protection is automatic, but you must activate the goggles to enhance your vision in the dark. 


ANTI-GRAVITY BELT 


This device gives its wearer a short period of controlled flight. While it is active, you change 
direction and move as usual, except that looking up or down causes you to move in that direction- 
and you are not in contact with the ground. this works well for controlling your movements in a 
zero-g environment. 


MAGNETIC BOOTY 


Where there is no gravity, a warrior can easily lose control of the situation. Movements become 
ungainly and slow. Fighting is difficult. At this time, you should wear magnetic boots-which 
some mistakenly call “gravity boots.” In the absence of gravity, these devices hold your feet to 
any suitable surface. If they are in your inventory, they activate themselves automatically when 
you enter а zero-g environment. The boots’ energy cells do not last forever; use them sparingly. 


YTEALTH Уат 


An experienced warrior knows that there are times when the wise course is to avoid battle. This 
is especially true when many insignificant fights would prevent you from reaching your true 
goal. When invisibility is desirable, the Stealth Suit is a useful addition to your warrior skills. 
Tiny holographic image processors on the surface of this device constantly scan and adapt to 
match the color pattern of your environment. The wearer is least visible when absolutely still; 
movement introduces lag time in the processing, which creates a faint but noticeable image. 
The unit depletes its energy cells quickly-a good reason to use it only when absolutely 
necessary. 


zfoxucm вашекект Ба 


доН vuvbe' 15 
"The wind does п 


prepared to do battle under any с 
able to avoid the inherent dangers a 


; missions. Thisis nota connie list. To be worthy of induction into the onor Guard, you must sho! 
an ability to adapt quickly to new situations. In battle, your greatest assets are your inner strengths. 
Asawise ү once said, ун environment includes everything дор, on you, and in you.” 


f from bulkheads and walls 
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~ CUSTOWER SUPPORT 


INTERNET: 


If you have any questions about Star Trek: The Next Generation Klingon Honor 
Guard ot any of our other products, please contact Customer Support at: 


А. MicroProse Р 
- 2490 Mariner Square Loop 
Alameda, CA 94501 
ATTN: Customer Support 


à. (510)864-4550 
9:00 AM to 5:00 PM Pacific Time 
Monday through Friday 


А Fax 
(510)864-4602 


& World Wide Web 
WWW.microprose.com 


& E-mail 
supportGmicroprose.com 


You can read the latest news and information about MicroProse on our World 
Wide Web page at www.microprose.com. Download files from our FTP site at 
ftp.microprose.com. Send electronic mail to Customer Support at 
support@microprose.com. 


COMPUSERVE: 


To reach our Customer Support board in the Game Publishers B Forum, type go 
gambpub at any “!” prompt. Then select “Section 2” for MicroProse. In addition 
to posting and reading messages, you can download files from the “Libraries 
(Files)” menu. Send electronic mail to Customer Support at 76004,2223. 


< ph CUSTOMER 
С SUPPORT. 


How TO GET HELP: 

Ifyou are having problems with Star Trek: The Next Generation Klingon Honor 
Guard, we can best help you if (1) you are at your computer when you call and (2) 
you have the following information handy: 


à. Version number of Star Trek: The Next Generation Klingon Honor Guard 


А Your computer's processor and its speed (such as a 166MHz Pentium) 
& Your computer's brand and model 

А. Total RAM installed in your computer 

А. Version of DirectX drivers 

А. CD-ROM brand and model name 

& Video card brand and model name 

А. Sound card brand and model name 

à. Mouse brand and version number of mouse driver 

А. Joystick brand and model name 


à. Anyerror message you see in the game 


How TO RETURN DEFECTIVE MATERIALS: 


If your game manual or CD-ROM is damaged or defective, you can return that 
item to Customer Support for a replacement. Send only the item to be replaced, 
not the whole game package. You must also include a photocopy of your receipt 
showing the date of purchase, not the date when you "registered" your game 
with MicroProse. Your 90-day warranty period begins with the date of purchase 
as shown on your receipt. MicroProse is not responsible for items lost in the mail. 
We suggest that you insure, register or certify your mail. 
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